A Fishy Situation 
An original campaign for Eclipse Phase 


- by Temereru 


Lunar superstar Crei-deiki is in trouble. The neo-dolphin singer, 
famous for his hit albums such as "An Ocean of Love" or "The Big 
Blue in your Eyes", has recently been the target of a massive and 
unrelentless slander campaign on the mesh, just as his newest 
album is ready to be released. It's only a matter of time before his 
reputation is ruined forever, and it's up to the players to stop that 
from happening ... and maybe uncover a conspiracy that might 
threaten the entire uplift cause. 


>>>O0C : This short and (almost) non-violent campaign was 
originally intended for beginners, both as players and characters. 
It is not necessary at all that PC belong in Firewall, and actually, it 
works best for a new private investigators/mercenary team, eager 
to strike a big deal. 

Also, it took place on Nectar, one of the major Lunar cities, but 
could probably fit on any big habitat appropriate enough for an 
uplift superstar. 
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A FISHY SITUATION 


TAKING THE BAIT 


The plot hook is a simple mail, consisting of nothing but gibberish, like random 
numbers and letters. Any characters with Infosec or Knowledge skills related to the 
mesh will be able to make an +20 dice roll on that skill to find out it's loosely 
encrypted, and a following +10 Infosec dice roll will reveal its content. 


It reads something like this : "Congratulations for reading that, you might be the 
team for the job. My client needs your services, and you'll be paid handsomely. Get 
in the black car." 


As soon as they read this, they notice the aforementioned car waiting for them in 
the street they are in, or outside their headquarters. The windows are tinted black 
and totally opaque, and anybody with Interests related to fame will be able to guess 
it's a typical celebrity car, made for discreet travels. At this point, players might get 
a bit paranoiac, but any successful Perception test will reveal nothing unusual 
besides the car. 

The door to the driver compartment is locked shut, so the characters have no 
choice but to get in the back compartment, which is fairly large and 
accommodating, with very comfortable leather seats and a champagne bottle ina 
bucket of ice. It's not poisoned and very good, and definitely genuine. 


Attempting to talk with the driver will be in vain until the vehicle starts moving. As 
soon as it is, a small window to the driver compartment will open, and will reveal an 
humanoid trying his best to disguise himself, with a scarf on his mouth, shades and 
all. 


The driver will apologize for the little comedy and insist his client wanted to hire 
them in the most discreet way possible. He'll then ask the players if they can agree 
to a job before having the details explained to them. 


Maybe the players will accept, in that case the window will slide shut again and 
won't open until they're at their destination. But they'll most likely ask for an 
explanation, and a successful Persuasion/Intimidation test (with bonuses according 
to the quality of interpretation) will convince the driver to give them what they 
want. 


The driver will tell them he's the chauffeur of Crei-deiki, the neo-dolphin superstar 
that has been rocking the charts for a few years now, and which is probably the 
most known and liked uplift in the whole solar system. However, he has been the 
victim of a smear campaign on the whole mesh for three days now, and since even 


his contracted outsourced social engineering team can't keep up with the massive 
torrents of slander, he needs someone to discreetly find the source and shut it down 
by any means necessary. 

Even worse, a few of the things said about him are true, so the neo-dolphin has 
grown suspectful of his close associates. 


A successful -10 Networking test on any field related to the matter will give the 
characters a peek of that slander, which is practically deleted just as it's posted on 
the mesh by the aforementioned social engineering team. They'll find mostly very 
graphic accusations of depravity (GM is encouraged to be creative and funny here, 
but should remember at least some of them should be serious stuff, enough to 
permanently ruin his reputation or even send him to jail, famous singer or not), 
edited pictures of the superstar and negative reviews on his songs, which are 
renowned to be protected heavily by DRMs. 

But they should notice above everything that there is no actual proof behind all that 
Slander. Yet, it would suffice to impair the neo-dolphin's career. 


Whether they're aware of the situation or not, they'll end up in front of Crei-deiki's 
house, a gigantic mansion surrounded by an artificial lake. By now, it should be 
clear the neo-dolphin is filthy rich, has everything to lose, and has everything to 
offer the players. The driver will then get back to his car, after letting the players 
inside the mansion. 


THE FISH HOUSE 
There are three floors to the mansion. 


>>>> Ground floor has a ballroom/party room, along with a few other 
salons, kitchen and dining room. A search of the place will reward the players with a 
barely hidden (+20 Scrounging roll, for example) stash of drugs that, if analyzed 
through a successful roll, will be revealed to be Buzz, a potent hallucinogen that 
blurs memory. 
Most importantly, there is a pleasure pod morph lounging on a sofa somewhere. The 
pod is polite yet rather evasive about her name and occupation here, only revealing 
she has been working here for a month, at the service of Crei-deiki, and that the 
neo-dolphin himself is probably busy on the first floor. 


>>>> First floor is essentially a manor-scaled water park, complete with 
wave generators, sand, tunnels, basically everything a neo-dolphin could dream of. 
Crei-deiki is there, in his custom neo-dolphin morph, and will meet the player 
characters as soon as he hears them arriving. 
The usually very arrogant uplift is far too panicked to act as a diva, except only to 
manifest his impatience in a rather impolite way. If the players didn't get to talk 


with his chauffeur, Crei-deiki will shamefully brief them on the situation, insisting 
mostly on the worrisome fact that some of the rumors spread on the mesh are 
actually true. 


He'll initially refuse to reveal what part of the slander is veracious, but 
successful use of reason and/or a Persuasion Test will have him confess a few 
things. Again, and according to what the players are comfortable with, the GM is 
encouraged to be creative, gross, funny and invent some sexual scandal material 
while making sure at least one of the anecdotes include another party (for example, 
a trio of octomorph escorts) and some REALLY serious things. For example, those 
sensible matters could be : 


- Forking, and having sex with his own forks. Forking is still very controversial 
in the Transhuman future, and doing it for that kind of purpose would be seen as 
particularly narcissistic and distasteful. 

- Having some "fun" in his pool with an humanoid while under influence, and 
accidentally drowning said humanoid in the heat of the moment. Crei-deiki would 
have needed to resleeve the person, and pay a psychosurgeon to erase that 
particular memory from his/her brain, to avoid scandals or lawsuits. Bonus points if 
it happened more than once. 


IMPORTANT : The GM should keep in mind that Crei-deiki, while certainly a neo- 
dolphin of doubtful tastes, isn't evil. Most of this campaign revolves around moral 
ambiguity, especially among the Uplift population, and choosing with who to side. 
Characters accidentally or not made manicheans would spoil that part of the story 
by defining a "good" and "bad" choice, which shouldn't exist. 


Crei-deiki suspects an inside job. Only two people have been at his mansion 
regularly in the last month, since he had stayed mostly alone to perfect his newest 
album : the pleasure pod he refers to as his fiancé, and his bodyguard. 


At this point, the players will probably already have a list of suspects in mind. 


0 Crei-deiki's fiancé : If they even mention her as a potential suspect, they will 
be met with violent rage from Crei-deiki, and be explicitly forbidden to even get 
near her to interrogate her, as he insists they love each other and she would never 
do such a thing. Players can either shrug it off, or find a way to approach her and 
convince her to keep silent. It could be done by drugging the uplift with the Buzz 
drug found on the ground floor, by simply making a diversion (remember dolphins 
can echolocate, though!) or by any means judged valid by the GM. 


If they manage to interrogate her, the players will find the pleasure pod is 
actually a red herring, since she took no part in the leaking, and is basically in the 
same boat as Crei-deiki given that the scandal could also damage her reputation. If 
pushed enough, she will also reveal the whole fiancé situation is just an act on her 
part, that the dolphin fell in love with her and she doesn't have the heart to shatter 
his touching naivety. The players are of course free to get involved in the situation, 
but Crei-deiki would rather have them working on finding the culprit and they 
should know by now time is valuable. 


0 Crei-deiki's one-night stands : If the players ask why Crei-deiki doesn't 
suspect one of his numerous casual partners, he'll refuse to tell why unless 
Persuaded with a rather difficult roll, or unless the players have found the stash of 
Buzz. If so, he'll make an embarrassing confession : he drugs anybody that has sex 
with him to make them forget, and prevent that kind of accidental leak. 

Player characters will most likely find that disgusting and might even 
consider turning him into the authorities, in which case he'll insist he always ask for 
written consent before inviting someone under his sheets, which is actually true. 
Still, the drugging part isn't mentioned anywhere int the contract and could make 
really good blackmail material for the cunning Player. 


O Crei-deiki's bodyguard : The neo-dolphin is absolutely persuaded he's the 
culprit, for a number of reasons : 

- Because Crei-deiki is afraid for his security even during his 
lovemaking sessions, there is not a single corner of the house that's not being 
monitored by the large security station on the second floor of the mansion, where 
the bodyguard resides. Basically, his bodyguard knows everything about his 
shameful secrets, but until then Crei-deiki thought money would keep him quiet. 

- In his paranoiac delusions, Crei-deiki thinks his bodyguard, a 
Barsoomian that has been with him from the start, has grown to hate him because 
of the neo-dolphin's ascension to fame, and is thus taking revenge because of pure 
jealousy. But he can't fire him, since he's too afraid his secrets will leak the moment 
his does so. 

Crei-deiki will urge the players to get a confession or find proofs of the 
bodyguard's guilt, in order to silence him. 


>>>> Second and last floor is the security office and recording studio, where 
the players will find the Barsoomian bodyguard in a Novacrab morph at his post, in 
front of the large screen that gathers every camera feed. Unless they loudly 
announce their presence, the bodyguard will not notice them entering, and a 
successful +10 Perception check will have the players notice he's not paying any 
attention to the screens, preferring to play a VR or watch a Vid instead. 


Upon noticing the players, he'll hurriedly stop any work-irrelevant activities and 
cooperate fully and amiably. If the players make their suspicions too vocal, he'll 


shrug them off, saying Crei-deiki has just been suffering from extreme paranoia 
lately and that their relationship has always been cordial and professional before, 
despite the neo-dolphin's penchant for carnal excess which he dutifully ignores. 


At this point, the players will most likely want to watch the security footage from 
the last few days, and the Novacrab will let them do so if they promise not to record 
anything. A player wanting further blackmail material could roll a successful 
Palming test to do so either way, or could ask his allies to make a diversion or 
anything of the sort at the GM's discretion. 

Either way, they end up watching the footage. If the players didn't know that 
already, they will now have the undeniable proof that some of the rumors were true 
as they become witness to Crei-deiki rather sickening acts of decadence, that 
involve him, his "fiancé" and the previously mentioned casual partners, who might 
arouse the player's suspicions if they hadn't discussed the matter with the neo- 
dolphin already. 

However, truth has a price, and anyone that viewed the footage will suffer from 
1d10 /2 stress points due to how gross and perverted it is. 


Next, the players will probably be looking for signs of intrusion in the computer 
systems ; through use of the Infosec skill, they'll discover that an important amount 
of heavily-encrypted data has been stolen from the systems. Either through further 
difficult Subversion Rolls (-20) or through the use of a few Favors, they'll eventually 
be able to trace the leak to its destination, a small residence in Nectar's poor 
neighbourhood. 


RED HERRING SOUP 


Eventually, the players make their way to the destination of the leak, a rather 
unremarkable house in a decrepit street. The windows are barricaded and relevant 
dice rolls reveal the door has been carefully reinforced. 

Though the players don't know it yet, there are only two people in the house : 
Taylor, a rather taciturn self-taught hacker in a Case morph, and his roommate 
Dwight, a wanna-be Argonaut Splicer with a foul mouth. 


How the players get in is entirely up to them. Knocking will bring Taylor to the door, 
and call for a Deception test ; barricades can be ripped off with enough strength ; 
the door could be blown up with enough explosives, or for the smaller morphs, there 
might be an opening somewhere. 


However, as soon as the players are noticed, both of the residents will make a run 
to the computer room and start deleting proofs or their activities. Unless they're 
neutralized, immobilized or killed before they manage to complete their task, the 
players will have to shake them a bit for information. 


Whether they manage or not to cover their traces, both Taylor and Dwight end up at 
the player's mercy. They are scared out of their wits (especially Dwight) and have 
no desire to be brutalized, and it doesn't take much (Intimidation +10 roll, or just 
physical threats roleplayed good enough should suffice) to have them spilling their 
guts. 


Neither Taylor nor Dwight hold any responsibility for the slander campaign. While it 
is true they hacked their way into Crei-deiki's mansion's network, it was for an 
entirely different purpose ; to steal his upcoming album and get rid of its DRMs, so 
they could later freely distribute it on the mesh. Dwight reveals himself to be a huge 
fan of Crei-deiki (how much is up to the GM ; it could go from just loving to his music 
to obsessive stalking) and also wanted to earn some respect from the anarchists, 
and Taylor just went along either to practice her skills or because she owed Dwight 
a favor. A quick look at the computers, if the data wasn't completely erased, 
confirms that ; else, the players will have to trust them one way or another. 


The trail doesn't end there, though. While the players are in the house and talking 
to its residents, the GM should subtly drop a few hints about a prior instance of 
intrusion and violence ; smashed computer screens, a few blood stains on the wall 
or dents in Taylor's morph, or Dwight begging not to be beaten up again. Upon 
asked, Dwight and Taylor are more than eager to share their troubles : a week ago, 
they got asked by a tough-looking, scarred neo-gorilla and his two neo-hominids 
bodyguard to steal scandal material from Crei-deiki. And when Dwight refused, 
obviously not wanting to harm his idol's career, the same gorilla broke both of his 
arms in many places. 

If the players don't believe them, Taylor will offer to view what happened through 
her eyes by connecting her cyberbrain to a computer, and watching the resulting 
violent torture will call for 1d10/2 stress points. 


Now, the players can deal with both of the hackers as they like. Reporting them to 
Crei-deiki won't earn them much ado, as he's currently preoccupied by muuuuuch 
more important matters, but it could still get them a bigger reward at the GM's 
discretion. They could also let the hackers at peace, which might earn them a few 
@-rep points and potential allies. Or they could just shrug it off and pursue their 
main lead, a scarred, violent neo-gorilla that's desperately looking for scandal 
material. 


THE MONKEY TRAIL 


The players now have a solid yet vague lead, so it's time for investigation. 

By now, they should probably have an idea of what's going on ; uplifts wanting 
another uplift out of the scene. 

If they call or come back to Crei-deiki, they'll find him in tears, with his "fiancé" by 
his side, desperately trying to console him. The smear campaign is getting more 


and more out of control, and the neo-dolphin's f-rep is already starting to sink ; 
nevertheless, if they ask him about why a monkey would want to ruin his life, he'll 
throw another raging fit of paranoia about Mercurials not satisfied with his 
integration in human society and frustrated that he's not militating for the Uplift 
cause, instead of pandering to the human crowd. 


What the players don't know yet is, he's absolutely right about that ; the ones 
behind the smear campaign are actually a small rogue team of Mercurials, 
composed of the neo-gorilla named Magnus, his neo-orca bodyguard and a few 
others various uplifts all working together from a decrepit building in Nectar's 
slums. 

There were never any footage stolen or any inside job at Crei-deiki's mansion ; 
every single scandal had been randomly invented, and the only reason some of 
them were actually true was just a combination of luck on the Mercurial's part, and 
depravity on Crei-deiki's. 


Whether they call Crei-deiki or not, the players will eventually manage to track the 
scarred neo-gorilla through extensive use of Favors, hopefully not too late. They'll 
find him in person outside the building his team is working him, and unless the 
players shoot on sight, Magnus will initiate dialog first. Players should also be able 
to make a Perception test to notice two neo-hominids at the building's windows, 
armed with ranged weapons. 


Obviously, he'll first deny any implication in the slander campaign, but will 
eventually admit it if confronted with enough proof or insistence. He's neither 
scared nor intimated, though, and zealously believes he's doing the right thing for 
the Uplift Cause ; and upon understanding how close the players are to Crei-deiki, 
he'll try to take advantage of the situation and have the players side with him. 


Magnus offers a substantial reward (at the GM's discretion, it can be either money, 
gear, @-rep, or any combination of those) for actual scandal material, the only thing 
needed to give the coup-de-grace to Crei-deiki's career and reputation. If the 
players copied the data from the security station at the neo-dolphin's manor, they'll 
have it already, and are free to proceed with the exchange if they wish to do so. 
Else, they would need to come back to Crei-deiki's mansion and recover it, but that 
would take a lot of bluffing/sneaking on their part, both to the driver (unless they 
get there by their own means), to the increasingly impatient neo-dolphin, and of 
course to Farel, his security guard. 


If the players choose to side with Crei-deiki instead, the neo-gorilla will angrily 
explain he can't let them leave the place alive, and initiate combat, helped by the 
two uplifts snipers. 

Once the three monkeys uplifts are defeated, the players will be able to enter the 
building, where they will be ambushed by the berserking neo-orca bodyguard. Of 


course, if the players get killed instead, they'll come back to life (either through 
backup or by having their cortical stacks dumped somewhere by the Mercurials) but 
too late to save Crei-deiki's reputation, thus failing the mission. 


However, if at least one of them is alive after both fights, they'll discover the room 
where the rogue Mercurials are organizing the smear campaign. They're all too 
scared to fight and will surrender immediately, fleeing the building if the players let 
them do so. 

From now, the players should finally understand what has been going on, either by 
interrogating one of the surviving Mercurials or by finding plans and documents. 
Emphasis should be put on the fact that every single scandal has been made up, so 
they can be sure the smear campaign will stop there now that the leader is 
neutralized and the rogue team disbanded. 


CONCLUSION 
There are three main ways the adventure can end. 


- The players ended up siding with Magnus and his cause, and offered him actual 
scandal material and proofs of Crei-deiki's deviancy. They are handsomely rewarded 
and gain faithful allies between the neo-gorilla and his rogue team, though he does 
not speak for all Mercurials. 

The neo-dolphin's reputation is ruined forever and he's arrested for administering 
drugs on his partners, and might even end up killing himself in jail. 

Possible and suggested rewards : @-rep, money, gear, Allies trait, a free Level 4 or 
5 Favor ... 


- The players either failed to complete the mission in time or let Magnus proceed 
with his slander campaign without giving him substantial scandal material. The neo- 
dolphin is devastated but still honors the minimum payment for their efforts, before 
sending them away. Crei-deiki's reputation is tainted forever and he disappears into 
anonymity, starting a new life somewhere else thanks to all his money. 

Possible and suggested rewards : a bit of money, not much else. 


- The players sided with Crei-deiki until the end, and put an end to the smear 
campaign. The neo-dolphin's reputation takes a slight hit, but eventually recovers 
as his social engineering team repairs the damage and his new album comes out, 
further increasing his wealth and popularity. He is extremely grateful at first, 
possibly even throwing a party for them and fulfilling all their desires for a day or 
two, until he eventually forgets about them and resumes his uncaring life. 

Possible and suggested rewards : f-rep, a LOT of money, a free Level 4 or 5 favor... 


Ironically enough, both options 1 and 2 do not benefit the Uplift cause at all. Crei- 
deiki's reputation shifting from "Singing animal everybody loves" to "Devious and 


dangerous sexual deviant" does little to help Uplift acceptance in transhuman 
society, and the GM is encouraged to make the players reflect on this. 


ADDENDUM 1 : CAST OF CHARACTERS 


0 Crei-deiki, neo-dolphin superstar 


"Alive! Alive! 
To deep, rich waters! 
Follow, follow! 
The fluke of my lover!" 
- Excerpt from "Startide Loving", Track 02 of "An Ocean of Love". All rights 
reserved. 


COG 15/COO 15/INT 15/REF 15/SAV 25/SOM 10/WIL 10 
DUR 30/WT 6 


Background : Uplift (dolphin) 
Faction : Socialite 


Morph : Neo-dolphin, custom 

Motivations : +Hedonism +Fame +Artistic Expression 

Traits : Striking Looks, Gold Star /// Addiction (Sex, moderate) 

Skills : Art : Singing (85), Art: Performance (60), Fray (40), Interest : Music (70), 
Interest : Celebrity Gossip (50), Interest : Social Cliques (60), Interest : Sexuality 
(75), Kinesics (60), Language : Dolphin (95), Networking : Media (75), Perception 
(45), Profession : Singer (80), Swimming (90), Unarmed Combat [Ramming attack, 
1d10] (40) 

Implants : Basic biomods, Basic mesh inserts, Cortical Stack, Echolocation, 
Enhanced Hearing, Oxygen Reserve, Nanotats, Skindye. 

Gear : Vehicle (neo-cetacean walker, custom) 

Rep : f-rep 100, g-rep 20, c-rep 30 


With more than five years of celebrity behind him and universal critical acclaim, 
Crei-deiki is the living proof uplifts can aspire to something more than life as 
outcasts ... as long as they pander to their makers’ opinions. The neo-dolphin 
embraced the celebrity lifestyle with open fins, amassing and spending ludicrous 
amounts of money and living an hedonistic dream in the privacy of his impressive 
mansion. 

He hides most of his fears and insecurities under a cocky exterior, but the crisis he's 
knowing when the players meet him is rapidly eroding his confidence. 
Appearance-wise, he's usually sleeved in a stunning custom-made neo-dolphin 
morph, improved to look even more friendly to humans : a permanent smile, bigger 
and more expressive eyes, as well as a distinct deep blue skin with intricate 
patterns so he's instantly recognizable among his kin. When he's not swimming in 
his mansion or in a tank on stage, he's riding a gold-plated walker. 


0 Crei-deiki's fiancée 


"Honey, only two things really matter in this world : love and power. You'll find that 
Crei and I are complementary in that regard." The attractive female coos, her legs 
uncrossing and then crossing again seductively. 


COG 15/COO 10/INT 15/REF 10/SAV 20/SOM 15/WIL 15 
DUR 30/WT 6 


Background : Lunar Colonist 

Faction : Socialite 

Morph : Pleasure Pod 

Motivations : +Morph Freedom +Personal Development 

Skills : Art : Erotic Entertainment (70), Deception (60), Disguise (50), Impersonation 
(40), Kinesics (60), Perception (35), Persuasion (60), Profession : Escorting (70), 
Protocol (60) 


Implants : Basic Biomods, Basic Mesh, Clean Metabolism, Cortical Stack, Cyberbrain, 
Enhanced Pheromones, Oxygen Reserve, Sex Switch, Skinflex. 
Rep : f-rep 40, g-rep 20 


A high-class escort, she's one of the several Crei-deiki ordered to make his nights 
less lonely. However, the neo-dolphin seems to have fallen madly in love with her, a 
situation she doesn't seem to mind at all though the feelings are obviously (except 
to the oblivious uplift) not reciprocated that much. What's really hiding behind her 
silence and professional facade, though? 


T 
Crei-deiki's bodyguard, Farel 


"I wouldn't sit here if I were y - Oh, damn..." The novacrab sighs as you feel 
something wet and sticky through the fabric of your clothes. "It's Crei-deiki's ... 
"favorite" couch. Here, have a towel." 


COG 20/COO 20/INT 15/REF 15/SAV 15/SOM 25/WIL 15 
DUR 40/WT 8 


Background : Re-instantiated 
Faction : Hypercorp 

Morph : Novacrab 

Motivations : +Personal Career 


Skills : Beam Weapons (60), Fray (50), Interfacing (50), Hardware : Electronics (40), 
Investigation (45), Perception (60), Profession : Bodyguard (70), Unarmed Combat 
(60) 

Implants : Basic Bio, Basic Mesh, Carapace Armor, Cortical Stack, Cyberbrain, 
Enhanced Respiration, Gills, Puppet Sock, Enhanced Vision. 

Gear : Carapace (11/11), Shock Baton (DV 1d10 + 4 + Shock), Microwave Agonizer 
(AP 0/-5, DV pain 2d/10), Claw Attack (DV 2d10 + 2) 

Rep : c-rep 10 


Crei-deiki's faithful bodyguard since the day he was finally sleeved, after months of 
existing as an informorph, and employed by the celebrity, he has grown weary of 
his job but keeps on working to ensure a stable future for him. Having been with the 
neo-dolphin from the start, he knows literally every secrets of him, and always 
dutifully kept his mouth shut like the professional he is ; but that didn't stop Crei- 
deiki from believing right away he's the one behind the leaks, so he's more than a 
little worried about his employment status. 

He's eager to prove his innocence and will assist the players as long as it can 
benefit him, but might try to stop them if they're getting too nosy. 


o Taylor and Dwight, hackers extraordinaires 


- "| swear Dwight, if | catch you jerking off to that music again, I'll kill you and throw 
you in a Spare." 

- "You're just jealous of my sweet Splicer body, tin can. And have you fucking heard 
of knocking?" 


COG 25/COO 10/INT 15/REF 15/SAV 10/SOM 15/WIL 15 
DUR 20 WT 4/ DUR 30 WT 6 


Background : Re-instantiateds (Both) 


Faction : Titanian (Taylor), Argonaut (Dwight) 

Morph : Case (Taylor), Splicer (Dwight) 

Motivations : +Buying a biomorph (Taylor) +Open Source +Techno-Progressivism 
(Both) 

Skills : Academics : Mathematics (50), Academics : Zoology (40/Dwight), Blades 
(35), Fray (45), Freerunning (55), Hardware : Electronics (60), Hardware : Robotics 
(70/Taylor), Infosec (80 Taylor, 60 Dwight), Interest : Celebrity Gossip (60/Dwight), 
Interfacing (70), Investigation (50), Networking : Autonomists (40), Programming 
(80 Taylor, 60 Dwight), Unarmed Combat (40) 

Implants : Access Jacks, Basic Mesh, Cortical Stack, Cyberbrain, Mnemonic 
Augmentation (Taylor) / Basic Bio, Basic Mesh, Cortical Stack (Dwight) 

Gear : Case Armor (4/4) (Taylor), Leather Trenchcoat (2/2) (Dwight) 

Rep : @-rep 40 (Both), r-rep 10 (Dwight) 


To society they might look like losers, but Taylor and Dwight sure have a bright 
future ahead of them ... If they make the right choices. 

Friends since they got killed by the same burst of heavy machine gun during the 
Fall, Taylor and Dwight had been informorphs for a very long time, and that's where 
they learned the ways of the Mesh so they could eventually buy back biological 
bodies. Things have not been easy though, and when they finally pooled enough 
money to buy a generic Splicer, they had to rock-paper-scissors to decide who 
would get it. Dwight won. 

Dwight was born a street kid, and it shows. He's impulsive, hot-headed, drops the F- 
bomb at least 100 times a day, and is the driving force of the duo. Lately, he fell in 
love with Crei-deiki's music, and it's starting to grow into a rather unhealthy 
obsession with the celebrity himself. 

Taylor is more passive, struggling with depression as she's forced to survive as a 
synth. It became even worse when Dwight finally acquired a body, taking his mind 
off what had been their mutual goal for a long time. While they are both talented 
hackers, she is far more capable and often does most of the job ; her most recent 
achievement is stealing and decrypting Crei-deiki's newest aloum after Dwight's 
suggestion, and she hopes to get finally recognized among her peers. 


o Magnus, Mercurial zealot 
"Us Uplifts are more than just singing pets, and the world will soon know that." The 
neo-gorilla grunts, his scars stretching as he flexes his muscles. " Try and stop me." 


COG 15/COO 15/INT 15/REF 15/SAV 25/SOM 25/WIL 20 
DUR 40/WT 8 


Background : Uplift 
Faction : Mercurial (rogue) 


Morph : Neo-gorilla 

Motivations : +Uplift Rights +Uplift Independance +Power 

Skills : Academics : Memetics (40), Academics : Psychology (40), Animal Handling 
(50), Climbing (60), Deception (55), Fray (65), Freerunning (60), Intimidation (65), 
Investigation (40), Kinesics (60), Kinetic Weapons (60), Perception (50), Persuasion 
(50), Unarmed Combat (75) 

Implants : Basic Bio, Basic Mesh, Cortical Stack, Prehensile Feet 

Gear : Light Armor (10/10), Shock Gloves (1d10 + 2 + Shock), Heavy Pistol (-4, 
2d10+4) 

Rep : g-rep 20, @-rep 45 


The "mastermind" behind the smear campaign is nothing more than a neo-gorilla 
with large fists and a knack for leadership, but Magnus is not to be underestimated. 
His zeal and determination earned him the respect of a small, yet devoted extremist 
branch of the Mercurials, and he's not afraid of getting his hands dirty, caring very 
little for human laws, as some learned the hard way. 

He clearly wants nothing more to do with humans than the bare necessary, but will 
be considerably more friendly to the players if they got an Uplift among them. 
Above everything, he wants actual scandal material, conscious of the limits of his 
plan in the long term, and refusing to go by his demands won't be taken kindly ... 
and he will reveal himself as a faithful, if unreliable ally if his trust his gained. 
Appearance-wise, Magnus is sleeved into a neo-gorilla morph that has seen many 
battles, and displays his scars proudly as proof of his fighting spirit. 


0 Magnus's bodyguard, K'tho-jan 


"Eating - eaten 
Biting - bitten 


repay the sea... 
come and feed me!" 

„Sings the imposing orca. But all you understand are clicks and squeals, 
dripping with predatory enthusiasm. 


COG 10/COO 20/INT 15/REF 20/SAV 5/SOM 30/WIL 15 
DUR 55/WT 11 


Background : Uplift 
Faction : Mercurial (rogue) 


Morph : Neo-orca 

Motivations : +Violence +Following Orders +Fish 

Traits : Tough 3, Killer Instinct, Predator, Botched Uplift 

Skills : Art : Singing (50), Fray (65), Infiltration (50), Intimidation (75), Language : 
Dolphin (80), Perception (60), Scrounging (50), Swimming (80), Unarmed Combat 
(85) 

Implants : Basic Bio, Basic Mesh, Cortical Stack, Echolocation, Enhanced Hearing, 
Oxygen Reserve 

Gear : Heavy Armor (20/20), Neo-cetacean walker (2/4), Teeth (DV 2d10 + 3) 
Rep : @-rep 20, g-rep 20 


Somehow, Magnus managed to tame that almost feral neo-orca uplift, and she's 
now serving as his bodyguard, as well as making sure the neo-gorilla's subordinates 
stay in line. If Magnus is ever harmed, she will stop at nothing to tear the players to 
shreds with her huge, vicious jaws. 

Since players might have a lot of trouble beating her in a fair fight, the GM is 
encouraged to accept creative means of defeating or incapacitating the neo- 
cetacean. 


ADDENDUM 2 : POSSIBLE PLOT HOOKS AND FOLLOW-UPS 


If the players sided with Magnus and ruined the neo-dolphin's life : 

- Upon realizing he did more harm than good to the Uplift cause, Magnus 
contacts the player again to ask for their help. He wants to become the newest face 
of the Mercurial cause, and pass as a paragon of righteousness. 

- Crei-deiki's most faithful fans finds out about what the players did (probably 
thanks to Dwight), and seek to avenge him. 


If the players failed to stop the slander campaign : 

- A few years later, the players encounter the neo-dolphin on a faraway 
settlement, drinking himself into forgetfulness. Upon recognizing the players, he 
begrudgingly asks for their help, so he can get back under the spotlights. 

- For some reason, someone the players know or the players themselves 
become victims of the same kind of slander campaign. Why is it happening to 
them? Is Magnus behind this again? 


If the players sided with Crei-deiki : 

- A few months later, the players hear of another scandal implicating the 
celebrity, something big and nasty and definitely unforgivable. Is it a hoax again? 
Will the players help or not? 

- During a live show for his newest album, Crei-deiki is violently annihilated 
on stage by an hidden sniper, to the point he has to recover from a back-up. 
Magnus is of course the first suspect, but what if things are more complicated than 
it seems? 


For any questions or feedback, feel free to contact me at keepiru[at]mail.com ! 


